SG PROGRAMPAD 


DIGITAL ACTION LEARNING SYS 


_ USER'S MANUAL 


Congratulations! You are now the proud owner of QJ SG 
PROGRAMPAD joypad. The SG PROGRAMPAD has been designed 
especially for the new generation of games on the Sega Genesis™ 
which require you to perform many new and different moves and 
actions on your joypad. The programmable functions of the SG 
PROGRAMPAD will make playing your games much easier and will 
give you the edge in defeating the enemy. 


SG PROGRAMPAD is the most advanced joypad in the world - use 
its power well! 
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———-PROGRAMMABILITY 


Your new QJ SG PROGRAMPAD is equipped with the latest 
technological features that can greatly assist you in defeating the most 
challenging of opponents! 


In addition to slow motion, auto fire, an 8-way directional joypad, special 
6 button lay-out, and extra rugged construction, we have included the 
awesome feature of " Programmability ". 


" Programmability " means that you can " Program " a sequence of 
multi-combination moves into a_ single button on your SG 
PROGRAMPAD. Then, by simply touching that button, you can easily 
perform the recorded action over and over. 


The trick to programming is that you have to learn to do the moves first. 
The SG PROGRAMPAD uses REAL-TIME programming. This means 
that it records your moves in the exact sequence and timing as you 
perform them. It is able to differentiate between split-second actions and 
those that require a one or two second hold, and will record them exactly 
as you want. However, you must perform the action properly in order for 
it to be recorded properly. So start practicing! Once you have 
programmed that difficult move, you can count on using it again and 
again in times of need. 


NOTE : We will often refer to programming as " Action Learning ". 
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Do not connect or disconnect the SG PROGRAMPAD 
while the SEGA GENESIS™ is switched on. 


Sega Genesis™ 


SG PROGRAMPAD 


CONNECTION CABLE 
LCD 


SCREEN 
ADDITIONA S@procrampap *** 
LEFT FIRE : xy = 

BUTTON 


ADDITIONAL 
RIGHT FIRE 
BUTTON 


A, B,C, FIRE 
BUTTONS 

CONTROL 
PANEL 


A3 ACTION 
BUTTON 


A2 ACTION A1 ACTION 


DIRECTION 
PAD BUTTON BUTTON 
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SET 
To start & end 
action learning 


SLOW 
To set & clear SG@procrRamMpap *° 
slow motion SETI AEC aay 
AUTO ABC slow: 
picsS yeeagte 
lee) MODE 
(open) To select normal, 
program 1 & 
program 2 
AUTO LCD 


To set and clear 


abs sai g Displays all setting details 
individual auto fire 


and recorded sequences 


——LIOUTD-GRYSTAL DISPLAY 


AUTO FIRE INDICATOR 
Shows which fire buttons are 
set to auto fire 


SLOW MOTION 
INDICATOR 


LEARNING 
INDICATOR 
Turns on during 
action learning 


ACTION KEY 
INDICATOR 


MODE INDICATOR AUTO ABC 
eae “ NORMAL A a PLAYBACK 
PROG. & VI7I777 4 INDICATOR 


Turns on during 
action playback 
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KEY INDICATOR 


Shows which 

directional or fire MEMORY INDICATOR 
buttons are as Shows segments of 
triggered memory space being used 
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The SG PROGRAMPAD has three different modes 
PROGRAM 1 & PROGRAM 2 


NORMAL, 


NORMAL MODE 


This mode only performs the normal functions of a joypad which has special 
features of individual auto fire selection and slow motion. The programmability 
feature and the actlon keys are invalid in this mode. 


PROGRAM MODES 


The SG PROGRAMPAD provides two program modes. In each mode, you can 
record and play back three different multi-combination moves which are stored in 
the action keys. You can switch modes during play to fully utilize the six memory 
spaces ( three in each mode ). However, oe will lose all that you have stored in 
memory if you disconnect the SG PROGRAMPAD from the game console. 


When SG ProgramPad is connected to the game console, the LCD will look like this. 


AUTO 
Default mode is NORMAL NORMAL 
Cem 


SELECTING A MODE 


MODE 
To change the mode, press each time to shift to another mode 


MODE SHIFTING SEQUENCE 


Program mode 
Number of program 
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AUT O-FIRE-SELEGTHHON 


The three fire buttons (A, B, C, ) can be set to auto fire independently. The 
setting method is the same in both NORMAL & PROGRAM mode. 
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SETTING AUTO FIRE 


AUTO 


Press and hold tS and then select 
chosen fire button to use Auto Fire 
function. 


By Kien MM. P GEESE 


The displayed letters represent which 
fire buttons are set to Auto Fire. 


AUTO ABC 
NORMAL 


CLEAR AUTO FIRE 


AUTO 


Press and hold [BB> and then select 
chosen fire button to clear auto fire. 


E x A M Phe E 


To clear the Auto Fire function of the 
fire button A, hold the AUTO key and 
then press A fire button once. The 
letter A on the LCD will — then 
disappear. 


You can have various settings of Auto Fire in Normal, Program 1 and Program 2. 


AUTO AB AUTO 
NORMAL 


NORMAL MODE 
Selected Auto Fire: 
A,B A,C 


PROGRAM 1 
Selected Auto Fire: 


AUTO ABC 
PROG. 


Soe 


PROGRAM 2 
Selected Auto Fire: 
A, B,C 
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~ACTION-SEQUENGE PROGRAMMING. 


You can program action sequences in the program modes. ( PROG.1 & 
PROG.2 ). Each mode will hold three sequences for playback. You may 
choose to store any combination of directionals and fire buttons. As 
discussed earlier, the SG PROGRAMPAD uses REAL-TIME program- 
ming, so it will record your combinations exactly how you perform them. 


LEARNING PROCEDURE 


MODE 
1. Select PROG. 1 or PROG. 2 by pressing 
SeT 
2. Press to start learning. 


3. Select the Action Key ( 1,2,3 ) in which to store the sequence. 


Selected Action Key Shows Leaming has started 


Selected 
After selecting the Action Key, you can change Eesen 


your chosen Action Key to any other Action Once the Action Key is pressed the LCD will 
Key before inputting any action sequence. look like this 


Memory indicator will 
light in sequence 


4. Input the sequence. The timing begins as soon as you start to move, so don't 
hesitate! 


5. Press (5) to end learning. If all the steps are used up, the learning will auto- 
matically stop. 


— ee ee | ey mee ees 
Suppose you want to record the following action in Action Key 1 of PROG.1 


JUMP FORWARD AND KICK 


Assume the key function in 
a game are as follows: 


JUMP KICK 


> FIRE B -@ 
a MOVE FORWARD 


DIRECTION 
KEY 
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Start Learning 


Select Al Input Jump 
Al 


i 


Input Move Forward Press Fire B 


( Still holding the joypad } 
: » B 
Release direction 


Press SET to end 
key and fire B — 


SY 


%¥ Remember that your sequence is being recorded in REAL TIME, so you must perform it correctly or else try 
again. Watch your TV screen to see if you've achieved the desired action through your motions. 


Instead of programming an action sequence, you can program some additional fire buttons 
to improve your favorite moves and attacks. 


ae emer ee | cents Aree emma =n 
Record a single key into the Action Key to make one more fire button. 
Press fire button A in Step 4 


FIRE A A2 A2 becomes fire button A 


Record double key or more into the Action Key. 
Press fire button A and L at the same time in Step 4 
A2 becomes fire button 


FIRE A FIRE C Az2 A + fire button C 


ATTENTION 


The action sequences, keystroke patterns or fire buttons described in the EXAMPLES 
are for reference use only. Please refer to your game manuals to get the right keys. 
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CLEAR THE ACTION 


SET SET 
Press , then the button that you want to clear, then @j again. You 
can also clear the action sequence from memory by over-writing it with a new 
action. 


NOTE 
MEMORY INDICATOR 
Shows how many steps are used in memory in proportion to how many still remain. 


Moving ments show how many memory steps 
remain while the learning sequence is still on 
Fixed segments indicate the number of 


memory steps that have been used he aa. a, eT es, (A 
SED 


The maximum time interval available between each step while recording is about 4.5 seconds. 
If none of the keys have been triggered after the time interval, the learning sequence will be 
automatically stopped. 


ACTION SEQUENCE PLAYBACK — 


No matter how complex the action is, once it is programmed, you can 
recall it at any time and repeat it as often as you want. 


PLAYBACK PROCEDURE 


MODE 
1. Select which program mode you want by pressing j 


2. Select and press the Action Key that you want to playback. 


You should hold the Action Key until the action is completed and then release 
the key. Once you release the Action Key, the action will immediately stop 
during playback. If you hold the key continuously, the action will repeat 
endlessly until you release the key. 


Playback Action Key 


You will see the action indicators move in sequence on 
the LCD screen and at the same time you will see the 
action being performed by the character on your TV. 
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Slow Motion is used to slow down the game. This feature can be used in 
the Normal and Program Modes. The slow down action cannot be 
recorded in the Action Keys, and the action playback will not be valid in the 
game during slow motion. 

NOTE : Some games do not utilize this feature. 


SET SLOW MOTION 


SLOW 
Press to start slow motion. 


— It will flash at five different speeds which 
represent five levels of slow motion. 


CLEAR SLOW MOTION 


Press to clear slow motion. 


ADDITIONAL LEFT 
8 RIGHT-FIRE-BUTTON 


The two additional L & R fire buttons can be assigned to fire button A, B or 
C. The default is fire button A. To assign the button, hold down L or R and 
then press gee each time to shift to the fire button you want. 


SS CY ES | NEY = SAD HD <s 


Assign L to B fire button: 


SELECT 
Hold down L and then press GD 


each time to shift to B fire button , 
L fire button 


—————F ROUBLE SHOOTING 


NO LCD DISPLAY Reconnect the cable to the game console 


FIRE BUTTONS AND 


Reconnect the cable to the game console 


JOYSTICK ARE NOT 
FUNCTIONING 


Check that you are in the correct pro- 
gram mode and are pressing the correct 
action key. 


Make sure that you are holding the 
action key until the whole action is 
completed. 


CANNOT PLAYBACK 
YOUR PROGRAMMED 
ACTION 


Make sure that you are not ga the 
directionals on the joypad while trying to 
playback your action. 


Check that you have performed the 
action sequence in the correct steps and 
timing.Remember that the SG Program- 
Pad programs in real time. If you do not 
perform the correct sequence during 
programming, it will not result in the 
desired action when you play it back. 


Make sure that your action sequence 
does not require too many steps to 
overload the available memory space. 
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——————_ FAG-HON——_——- 


® Do not apply pressure against the LCD screen, as this may damage the display. 


®@ Do not store in direct sunlight or at extreme temperatures, as this may damage the 
components. 


® Do not pour any liquid on or into S@ PROGRAMPAD, as this may damage the 
components. 


® Keep SG PROGRAMPAD clean by wiping off any dust or grime with a dry cloth. 


SEGA VIDEO GAME SYSTEM AND SEGA 16 BIT MEGA DRIVE ARE 


e4 REGISTERED TRADEMARK OF SEGA ENTERPRISES LTD. 
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SEGA VIDEO GAME SYSTEM AND SEGA 16 BIT 
MEGA DRIVE ARE REGISTERED. TRADEMARK OF 
SEGA ENTERPRISES LTD. ~ 
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